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It’s all politics
truna aka j.turner
Brought to you by the letter P
politics is all about DESIGN
• "social relations involving 
authority or power“
• the regulation of public 
affairs within a political unit, 
• the methods and tactics used 
to formulate and apply 
policy
• It is all about REGULATING 
behaviour …
• It is about VALUES …
• Power is distributed –
ubiquitous …
• Embedded in our spaces –
tools – systems 
• All these are mediated by 
DESIGN …
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Design embodies values
• Design is political because 
it has consequences, and 
sometimes serious ones. 
The power of designers is 
that we can design things 
to have different 
consequences. 
• -- Jennie Winhall (2011)
William Higinbotham’s 1958 Tennis for Two
On show at Brookhaven National Laboratory
Games are not about values
• Games exist in a 
formal/algorithmic domain, 
stories in a domain of 
interpretation, and this 
means that games resist 
the evocative themes of 
stories, because they 
cannot be formalised. 
• -- Jesper Juul (2000)
Beer pong gets emotional
Games are about rules and play
• "A game is a system in 
which players engage in an 
artificial conflict, defined by 
rules, that results in a 
quantifiable outcome." 
• Salen & Zimmerman (2003)
The medium and the message
Scott McCloud – Understanding Comics: The Invisible Art
“studying the medium itself over its 
content has become a natural order”* 
*Ian Bogost, You Played That? Game Studies Meets Game Criticism

Digital games?
• An electronic game played by means 
of images on a video screen and often 
emphasizing fast action. (Merriam 
Webster) 
• A game in which the player controls 
moving pictures on a television screen 
by pressing buttons or moving a short 
handle. (Cambridge Dictionary of 
American English)
• Any of various games played using a 
microcomputer with a keyboard and 
often joysticks to manipulate changes 
or respond to the action or questions 
on the screen. (Random House 
Unabridged)
• Software which displays images 
on a video screen, interacts with 
a player or players and is 
intended to provide challenge  
and/or produce an aesthetic 
response in the viewer.
• After Matthew Gallant (2011)
oh … SOFTWARE …..
• Software is a general term 
for the various kinds of 
programs used to operate 
computers and related 
devices. (The term 
hardware describes the 
physical aspects of 
computers and related 
devices.)
• Computer (and thus Video) 
Games are SOFTWARE you 
play with …?
Minecraft Pong
Software is DESIGNED
• "I am firmly of the opinion that 
the Macintosh is Catholic and that 
DOS is Protestant. Indeed, the 
Macintosh is counterreformist and 
has been influenced by the 
methodical path of the Jesuits.... 
It is catechistic: the essence of 
revelation is dealt with via simple 
formulae and sumptuous icons. 
Everyone has a right to salvation. 
• DOS is Protestant, or even 
Calvinistic. It allows free 
interpretation of scripture, 
demands difficult personal 
decisions, imposes a subtle 
hermeneutics upon the user, and 
takes for granted the idea that all 
can reach salvation." 
• -- Umberto Eco
Software design has values
• Software design is typically 
seen as a process of 
problem solving and 
planning for a solution ..
• The OPTIMAL way of 
making a TASK easy for a 
USER
• Software has traditionally 
been the province of the 
engineer …
• Computer and Video 
games were invented by 
engineers ….
Let them make games
• This has not been a scientist's 
war; it has been a war in 
which all have had a part. The 
scientists, burying their old 
professional competition in 
the demand of a common 
cause, have shared greatly 
and learned much. It has 
been exhilarating to work in 
effective partnership. Now, 
for many, this appears to be 
approaching an end. What are 
the scientists to do next?
• Vannevar Bush – As we may 
think (July 1945) 
PONG
• This definition is about the 
most basic shape of play:
– HIT the ball for play
– Challenge opponent
– Play to win
• Play as TASK
Optimal design
• Here is a ‘problem’ – we 
want to play a game and 
have fun using the 
computer ..
• The solution for this task is 
to design something that is 
recognisable where the 
computer allows the task 
to be enacted by the user 
– they have ‘fun’
interacting ….
• The computer itself should 
become ‘invisible’ (Norman 
1998)
Natahalie Bookchin - The Intruder 
http://bookchin.net/intruder/
Post optimal design
• Post optimal design is 
about exploring the 
territory between fine art 
and design and developing 
approaches and examples 
where the critical and 
aesthetic possibilities of 
objects are emphasised …
• Post optimal exists outside 
any commercial context
• Oh, and it can still be fun ..
Painstation by /////////fur//// at pong.mythos
Post optimal pong
Pong mythos
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